ABSTRACT From a visual literacy perspective, images engender a diversity of meanings. Cartooning is one form of visual expression that has the ability to present layers of understanding in suggestive forms combining visual and textual Iiteracies. Reading cartoons especially those with editorial or satirical intent, reveal frames of meaning and graphic symbolism encoded through socio-cultural understandings. The use of cartooning as a communicative medium in interactive design allows information to be communicated broadly and rapidly. 'War and Peace' is an example of web-based educational design that uses cartooning as the mode of communication. It exemplifies the way cartooning can efficiently deal with information in a non-linear and framed manner particularly pertinent to interactive communication.
Introduction
In the interactive environment, speed is everything. Learners are governed by an aesthetic paradigm which operates at the level of immediate satisfaction of desires. They want information obtained via the web to be aesthetically presented. fast and meaningful. To achieve this aim, online cartoons might provide an avenue for addressing the seemingly competing desires of information, speed and aesthetic pleasure. The War and Peace Project utilizes cartoon graphics in an online environment to present news to young children. This paper analyses this site from a visual literacy perspective.
Cartooning as mUlti-literacy
Cartooning can be defined as satirical or humorous drawing that often comments or reflects in some way on issues of public interest. Cartoons embody caricature and culturally specific social analysis. There can be multiple meanings or interpretations of cartoons due to the use of visualltextual puns and metaphor.
Egyptians widely used cartoons and caricatures, while the world "cartone" coming from the Italian for paper, was probably first used by Leonardo cia Vinci to refer to the quick sketches made prior to the painting of a canvas or fresco (Lester 1995) . Cartoons may be single or sequential images. Often sequential images are referred to as 'comics', while moving cartoons presented on televisions, video, film or on the computer screens are often refereed to as 'animations'. For the purposes of this paper, the term cartoon is applied to mean atl forms of still or moving, single or multi-framed images presented in print or other media, that provide symbolic visual representations. This definition includes caricatures (exaggerated representations), and editorial and political cartoons, where the purpose is to use cartooning conventions to bring into focus social and cultural issues. As Mc Cloud (Me Cloud 1994: 31) indicates, cartoons are not just a way of drawing, but rather they are a way of seeing. Cartoons provide a space for the consideration of ideas. Cartoons serve to focus attention and provide a medium for forming identities and framing experiences. Cartoons combine symbolic words and pictures in an integrated way to convey narrative, ideas or thoughts.
Cartoons bridge the space between the visual and textual existence of a thing and the realm of ideas.
Cartoons are formed from complex and emotional unions of text. Cartoons can be used to deal with difficult subjects in a way that is non-threatening. Cartoons have a powerful, yet not fully understood, effect. From a purely semiotic point of view, cartoons constitute a highly sophisticated form of communication. Through the combination of text and visual, cartoons are capable of expressing innermost needs and ideas. The process of closure forms a link in cartooned images, allowing the artist to show parts, but the 'reader' to perceive wholes. In this way cartoons act in a balancing act between the visible and the invisible. The reader or viewer is a conscious collaborator in the process of making meaning. Through closure. the viewer reads into the image tacit understandings and notions of sequence, change, time and motion. In an electronic media, the spaces that allow for this closure become fleeting. continuous and virtually imperceptible.
Cartooning, especially responsive and interactive modes of cartooning used on the web, blur traditional notions of literacy. To be able to 'read' an online cartoon, a person needs to be textually literate, visually and aesthetically literate and culturally and socially literate within the context in which the cartoon was conceived. In the cartooning form, these literacies operate simultaneously with the viewer'sfreader's experiences to create the layers of meaning needed to decode the cartooned image. While traditional print based cartooning combined the visual and the textual, with the socio-cultural to create meaning, online cartooning adds further dimensions as the cartoons are now interactive and responsive, and the cultural context can be the global online community.
Hypertext melds text with images and sounds, and expands views of communication.
The educational application of cartoons in an online environment
Interactive multimedia is now widely used in educational settings. Yet little stUdy has been conducted into the construction of visual forms of representation. The inclusion of cartoons and images in a number of educational and commercial sites implies that there exists an expectation that children and adolescents can read and understand the purpose of imagery, can interpret images, are able to determine relationships among images and read layering within images. understanding. This paper is particularly focused on the way cartooning can be used to communicate complex social issues to children.
Visual language (Horn 1998 'viewing' it since it adopts a self-referential comic book format) we are reminded of the potency of using visuals to explain or describe concepts.
• The potential value of cartoons in an educational interactive learning environment is linked to the manner in which they combine text and images to convey complex messages in a short time frame. The use of frames, seriation, text/visual combination and space make cartoons particularly applicable to a learning context based around on screen reading.
The world we see online depends upon how it is framed, Frames are not stagnant entities, but rather shifting structures that serve to organise meaning.
Juxtaposition and ambiguity are used to forge connections between seemingly obscure things. In this semantic fusion, the introduction of a context not normally associated with an image serves to establish new target domains, causing the reader to view the original image in a different way. Images as with words can be ambiguous. and it is this ambiguousness that is explored through the development of syntactical frames. These syntactically frames can be gained through proximity of images, chunking, clustering, continuation or sequence of images, establishing a common region, or through the manipulation of prior or current associations. Each of these strategies works to encourage the brain to combine elements to create integrated meaning.
Humans naturally have a propensity to group like images together and to make connections between seemingly disparate imagery. For example, when the picture of a car is juxtaposed with the picture of the contented and gorgeous family. the viewer will automatically connect these two ideas. to develop a concept that the car and family exist together as a picture of prestige, safety and personal status. This does not need to be explained. as the presence of the enclosing border in the advertisement. serves to bind these images into single unit of meaning. There is a natural desire to align visuals into a smooth directional continuation, so even without the defining visual frame, people will seek spaces to form this connectiveness. This is very apparent in interactive media. where images are placed in rapid succession to create a 'feel' or emotional connectiveness with the space that has been created on screen.
Interestingly. as pop music video clips show very effectively. even when visual stimuli are highly ambiguous, human beings will attempt to make perceptions as "good" as the images allow. People create unity to give the images a sense of closure. This human capacity is exploited in interactive media as it allows the producer of images to play with the intangible to get desired ideas to emerge or be ratified. Codes of movement and energy are the characteristic of interactive visuals.
Motion and location in space
Motion and reaction are a significant part of interpreting online images.
Seriation is the manner in which multiple copies of images can be generated ambiguity, layering, seriation and contextualism to be played out in an interactive educational environment. The intention is that interactive cartoons could be more extensively used as an online teaching aid to help make current affairs and critical social analysis both interesting and fun for participating students. News feeds. stock market figures.
statistics and data of all kinds could be visualised and examined from a new perspective.
Deconstructing cartoons
Cartoons. while seemingly packaged in a deceptively simple frame. represent. "a complex exercise in semiotic analysis" (Lester 1995: 244) . Cartoons utilise a number of narrative and artistic devices are particularly suited to online construction of knowledge. Cartoons are largely constructed of icons. The abstracted icons are used to resemble reality, rather than represent it. Cartoons use both visual and textual clues to construct metaphors. whereby, "one idea is used to represent a second meaning or idea in order to suggest an analogy or Lester (1995: 417) In the online environment, both words and visuals must be stripped down to their simplest and most quickly accessible symbolic forms. As Mc Cloud (1994: 49) notes. "When pictures are more abstracted from 'reality' they require greater levels of perception, more like words. When words are bolder more direct, they require lower levels of perception and are received faster, more like pictures."
The increasing use of the visual in education. and online cartooning specifically, indicate the importance of educating children to read the visual. Online cartoons provide a device that is capable of amplifying ideas and embodying complex concepts. Through simplified, subtractive symbolism. online cartoons are able to focus children's attention on specific details. As Mc Cloud (1994: 30) 
Cartoons as social records and catalysts
Cartooning, as an art form, is socially and culturally defined by the context in which it was created. Yet its very specificity enhances its universality with cartoons being able to speak of our greatest fears and love and be capable of marking our identity as humans and instill in us a binding sense of community individual, time and circumstance to express feeling and transmit understanding, across cultural and historical boundaries, speaking to all people. Aarons (1991) described art as 'soul or thought prints in the sands of time'. Similarly, cartoons in an interactive environment may assist in building knowledge in the global village by having the ability to speak to people simultaneously at a very personal and yet universal manner. Through interactive cartoons it may be possible to understand complexities and relationships otherwise beyond human grasp.
Cartoons can convey both shared universal and specific culturally bound meanings. to the design attributes of cartooning that make them a particularly suitable medium of interactive environments, of greater significance may be the universal appeal of cartoons and the way they reach out aesthetically to their audience. As in War and Peace, the cartoon may provide an avenue for dealing with complex issues in a way that is appealing and accessible. In presenting our culture both visually and textually. it may in fact also communicate notions of self in a way that is frequently felt to be lacking in an online environment. 
Conclusion

